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1 or 2 Players 


Electronic Talking Battleship is the 
ultimate duel at sea! In this computerized 
naval combat game, you can match wits 
with a friend in 4 different games, or 
challenge the computer on 3 different 
skill levels. 


OBJECT 

Search for enemy ships, fire at them and try 
to sink them. Win the game by sinking all 
five of your opponent’s ships before he ог 
she can sink all five of yours! 


CONTENTS 

base unit 

е target grid divider 
* 168 white pegs 

е 84 red pegs 

e 10 plastic ships 

ө battery door 


BATTERY INSERTION 


Four “АА” size alkaline batteries are needed but not 
included. See Figures 2 and 4 for location of battery 


compartment. 


1. Carefully remove the bat- 
tery holder from the battery 
compartment and insert the 
4 batteries as shown in 
Figure 1. Match the (+ and 
—) symbols on the batteries 
with the (+ and —) symbols 
located on the holder. Place 
holder back into compart- 
ment as shown in Figure 2. 


2. Attach the battery door 
(packaged with the ships 
and pegs) to the battery 
compartment as shown in 
Figure 3. 


3. Test the batteries by press- 
ing the green ON button. 
Game unit should play a 
short tune and then an- 
nounce “Prepare for battle” 
and ‘Select Game.” Do not 
press any more buttons at 
this time. 


Caution: If you do not hear 
the tune or voice, the bat- 
teries may be weak or im- 
properly installed. Batteries 
could damage game unit 
and may leak if improper- 
ly installed. Remove bat- 
teries when game is notin 
use for extended periods 
of time. 


FIGURE 1 


FIGURE 3 


IMPORTANT! 


GAME “ОМ” BUTTON: : 
Press the green ON button whenever you wantto start 
anew game. Caution: If you press this button acciden- 
tally during a game, the computer’s memory will be 


erased and you will have to start over. 


AUTOMATIC SHUT-OFF: 

If no buttons are pressed for 5 minutes, a short warn- 
ing tune (“Тарз”) will play. You then have 30 seconds 
to press any yellow button to continue playing. If no 
button is pressed, the game automatically shuts off. 


ASSEMBLY СЕНО 


1. Slide the target ага CARRIER 
divider into the base unit so (5 holes) 
it is positioned between the 


two computer consoles. See е ө o 94 
Figure 4 for а look at the 


BATTLESHIP 
assembled game. (4 holes) 
2. Separate the 10 plastic 
shipsfromtherunner Each (е е 94 
player’s fleet contains five SUBMARINE 
different ships (shown at (3 holes) 
right). 

3. Each player takes two ЕЕЕ» 
runners of white pegs (84 DESTROYER 
of them) and 1 runner of (3 holes) 
гей pegs (42 of іһет). 


Separate pegs from run- 

ners and place them in the ар 
ред ѕїогаде compartment. 
Discard runners. 


PATROL BOAT 
(2 holes) 


FIGURE 4 TASK FORCE 2 


SIDE 


TARGET 
GRID 


STORAGE 
COMPARTMENT COMPUTER 
FOR SHIPS CONTROL 


PANEL 


OCEAN GRID 
(Ships placed here) 


BATTERY 
COMPARTMENT 


BASE 
UNIT 
STORAGE 
COMPARTMENT non» 
FOR PEGS ом 
TASK ҒОНСЕ 1 BUTTON “ҒІВЕ/ЕМТЕН” 


SIDE BUTTON 


EXPLOSION SIGNAL LIGHT 
FLASHES HERE. 


PROGRAMMING BUTTONS: 
These buttons share the let- 
ters A-J and the numbers 1-10. 
The first 4 buttons also repre- 
sent North, South, East and 
West directions. Use these : 
buttons when entering ship 2% 
locations or firing missiles. 


CLOSE-UP OF TASK FORCE 1 
CONTROL PANEL 


BATTLESHIP 


QUICK-RULES 


2-Ріауег Game 
You vs. a friend 


аа ЕЕ eae Сети 


Here’s a quick-play guide for a 2-player 
game. Just read the following 2 pages 
and you ге ready for battle! The Voice of 
the Computer Commander will guide you 
every step of the way—so listen closely. 
After playing, be sure to read the entire 
instruction booklet carefully. You'll 
discover all the exciting ways that Talk- 
ing Battleship can be played! 
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IL you: which. ship! has been 
ee ewhite peg onyour target 

4 3 9 
хапу hole on the 


5 turni is over. 2. 
Опан firing and. ; 


һе ОТЫ 5 ae 15 сте 
unce which Task Е Force pas 55 


БЕСТІ уа 


плацеви ае Пие Ме да ст чча оні зна с ЕВ ева OER ревизии 


.Press button 1 to play GAME 1. 


STEP-BY-STEP 
RULES 


PREPARING FOR BATTLE 


The 5 ships you control are called a Task Force. па 2-player 
дате, one player controls the Task Force 1 side of the game. 
The other player controls Task Force 2. 


in а 1-player game, you control Task Force 1 and the com- 
puter controls Task Force 2. 


The Task Force 1 player presses the ON button, selects 
the game, the number of players and the skill level. (Skill 
level is chosen only when playing against the computer.) 
Here’s how: 


1. Press the ON button. 


You will hear the tune “Anchors Aweigh.” Then the computer 
will announce “Prepare for battle.” 


2. The computer asks you to “Select Game.” 


For 1 or 2 players. On a turn, each player 
takes one shot at a time, alternating turns. 
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Press button 2 to ріау GAME 2. 


For 1 ог 2 players. Оп a turn, each player 
takes one shot and may keep shooting 
until he or she misses. Alternate turns after 
a miss. 


Press button 3 to play GAME 3. 


For 1 or 2 players. On a turn, each player 
takes one shot for each ship not sunk in his 
or her fleet. For example, if you still have all 
5 ships, you get 5 shots. If your opponent has 
only 3 ships left, he or she gets 3 shots. 


Press button 4 to play GAME 4. 

For 2 players only. Players decide their own 
firing rules. For example, each player could 
take 10 shots at once. 


NOTE: If you select Game 4, the computer will immediately 
ask you to program your ships’ locations. See page 12 for 
details. You do not select the number of players or skill level 
as described below. | 

3. The computer asks you to “Select Players.” 


Press button 1 to select a 1-player game (you vs. the 
computer.) 


Press button 2 to select a 2-player game (you vs. a friend.) 
- NOTE: If you select a 1-player game, the computer asks you 
to select a skill level. If you select a 2-player game, the com- 
puter will immediately ask you to program your ships’ loca- 
tions. See below for details. 

4. The computer asks you to “Select Skill.” 

For 1-player games only (you vs. the computer.) 

Do one of the following: 

Press button 1 for BEGINNER Skill Level. 

Press button 2 for INTERMEDIATE Skill Level. 


Press button 3 for EXPERT Skill Level. 


Б лы 2 TY 
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PROGRAMMING YOUR 5НІР5” LOCATIONS 


After you select your game (and other options), the com- 
puter will announce “Тазк Force 1, enter letter, number.” 


This is your signal to begin “programming” your ships’ loca- 
tions into the computer. There are two ways to do this: 
Instant Programming and Manual Programming. (See 
pages 17-20 for details on Manual Programming.) 


instant Programming is the fastest, easiest way to enter ship 
locations into the computer. Just choose one of the 
computer-selected Location Patterns shown on pages 22-34 
of this booklet. Then follow the step-by-step procedure 
as follows: 


INSTANT PROGRAMMING—STEP-BY-STEP 


1. Task Force 1 player secretly selects one of the Location 
Patterns shown on pages 22-34. For example, Location Pat- 
tern C-8 is shown below. 


2. Task Force 1 player then secretly places the 5 ships on 
his or her ocean grid in the positions shown on the selected 
Location Pattern. To position the ships correctly, just push 
the ships’ pegs into the proper holes on the grid. Be sure 
to place each ship in the correct location. 


NOTE: If you have any difficulty determining which ship goes 
where, see page 5 for an illustration of all 5 ships. 


LOCATION PATTERN С-8. 


(81 9 |10) 
БЕТ 
PATROL BOAT Placed 
in ш.ш 8-7, С-7, 0-7 
сл, Ол i . ш 
| IRJ -4# CARRIER 
BATTLESHIP Г | Placed in positions 
Ptaced in ГІ | 0-9, Е-9, Ғ-9, С-9, Н-9 
D-2, Е-2, Ғ-2, С-2 
TE 
из 4 Ер SUBMARINE 
Placed іп positions 
5-6, Ј-7, Ј-8. 
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3. Task Force 1 player then follows the computer’s orders 
to “Enter letter, питһег” for the Location Pattern chosen 
on his or her computer panel. Each button on the panel 
represents a letter from A to J and a number from 1 to 10. 
First press the button that matches the LETTER in your Loca- 
tion Pattern code. Next, press the button that matches the 
NUMBER in your Location Pattern code. Then press the 
ENTER button. 


EXAMPLE: To program in Location Pattern C-8, press but- 
ton C to enter “С” then press button 8 to enter “8.” Then 
press the ENTER button. 


If your code letter and number аге located onthe same but- 
ton, simply press that button twice. Then press the ENTER 
button. 


EXAMPLE: To program in Location Pattern A-1, press but- 
ton A to enter “А.” then press button 1 to enter “1.” Then 
press the ENTER button. 


4. Finally, the computer will announce “Task Force 1 armed. 
Task Force 2, enter letter, number.” 


Task Force 2 player now begins the same procedure as 
outlined in steps 1 to 3 above. After Task Force 2 player enters 
his or her Location Pattern code, the computer will signal 
“Whoop-whoop-whoop” and then say “Man your battle sta- 
tions!” Now the game can begin! See the Battle Action sec- 
tion that follows. 


NOTE: Ina 1-player game, enter your Location Pattern code 
as the Task Force 1 player. The computer programs its ships 
automatically as Task Force 2. 


How to correct an Instant Programming mistake 

If you enter an incorrect Location Pattern code, you can сог- 
rect the error if you have not pressed the ENTER button. Sim- 
ply press any letter or number button a few times until the 
game repeats, “Enter letter, number.” Then press the cor- 
rect letter and number buttons, and the ENTER button. 


NOTE: Whenever the game REPEATS the message “Enter 
letter, number,” you must re-enter your letter and number 
code and press the ENTER button. 


THE BATTLE ACTION (How to Play) 


After the Location Patterns for both Task Forces have been 
programmed, the battle begins! On your turn, pick a possi- 
ble enemy ship target hole, program it, fire a missile and 
hope for a hit! A ship is sunk only when ALL of its target holes 
have been hit. 


HOW TO PLAY GAME 1 
Task Force 1 player begins by entering a target location on 
the computer console and firing. 


How to enter a target location: 


1. Pick a location on your upright target grid to fire at and 
mark your target with a white peg. This grid represents your 
opponent’s ocean. 


2. Determine thetargetcoor- TARGET HOLE B-3 
dinate. Each target hole on 
the grid has a corresponding 
letter and number that iden- 
tifies its position. The num- 
bers 1 to 10 run across the 
top of the grid and the letters 
Ato J appear along the side 
of the grid. Any hole on the 
grid can be pinpointed by 
reading a certain letter 
across and acertain number 
down. For example, B-3 is 
the target coordinate iden- 
tified at right. 


3. To fire a missile, enter the target coordinate on the com- 
puter console as shown in the following example: 
EXAMPLE: If the target coordinate is B-3, do the following: 


е Press button В. Listen for the tone. (This represents letter 
coordinate В.) 


е Press button 3. Listen for the tone. (This represents num- 
ber coordinate 3.) 


е Press the FIRE button. 
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МОТЕ: If you епїег ап incorrect target coordinate, you сап 
correct the error only if you have not pressed the FIRE but- 
ton. Simply press any letter or number button a few times 
until the game repeats “Enter letter, number.’ Then press 
the correct letter and number buttons, and press the 
FIRE button. 


Remember, whenever the game REPEATS the message 
“Enter letter, number,’ you must re-enter your letter and 
number coordinates and press the FIRE button. 


4. After pressing the FIRE button, ан Г ora MISS will occur: 


It’s a Hit! 

If you see a flash of light behind your console ship outline 
and hear the sound of an explosion, then you have scored 
a hit. The computer will tell you which ship has been hit. 
Do the following: 


* You record your hit by replacing the white peg on your 
target grid with a red peg. 

е Your opponent places a red Peg into any hole on the ship 
that you hit. 

It’s a Miss! 

If you hear only the sound of the missile launch, then your 

missile did not hit any ship. Do the following: 


е Leave the white peg in place on your target grid so you 
will not select that location again. 


After a hit or a miss, your turn is over. 
5. Task Force 2 player then enters his or her target coor- 


dinates and fires. (Ina 1-player game, the computer will do 
this automatically.) 


Play continues as above, with players alternating turns, 
firing one missile at a time. 


Remember, a hit does not mean that you have sunk the ship. 
You must locate the remaining target holes of the ship, fire 
at them and hit them all before you sink a ship. 


Once a ship is filled with red pegs, that ship is sunk. The 
computer will announce which ship has been sunk. 


as 
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HOW то WIN 


The first player to sink all 5 of the opponent’s ships is the 
winner. The computer will announce which Task Force has 
been sunk and will play “Тарз”” for the loser. 


HOW TO PLAY GAME 2 


Task Force 1 player always begins the game. Оп a turn, each’ 
player takes one shot and may keep shooting until he or she 
misses. Alternate turns after a miss. 


HOW TO PLAY GAME 3 


Task Force 1 player always begins the game. Оп a turn, each 
player takes one shot for each ship not sunk in his or her 
fleet. For example, if you still have all 5 ships afloat, you get 
5 shots. If your opponent has only 3 ships left, he or she gets 
3 shots. 


HOW TO PLAY GAME 4 

(2 players only) | 

Players make up their own firing rules and take turns іп 
whatever manner they decide. For example, each player 
could take 10 shots per turn. Or players can set a handicap, 
with one person taking 6 shots to the other player’s 3 shots. 


The computer will announce which ships are hit or sunk. 
However, it will not say whose turn it is, or how many shots 
each player gets. Players must keep track of this themselves. 
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MANUAL 
PROGRAMMING 


If you prefer to place your ships on the ocean grid in posi- 
tions you desire (rather than in computer-selected locations), 
then you may program your ships manually. It takes longer 
todo this because you must enter a letter, number and direc- 
tion for each ship. 


Both players can program manually, or one player can pro- 
gram instantly while the other programs manually. 


MANUAL PROGRAMMING—STEP-BY-STEP 


1. The computer will announce “Task Force 1, enter letter, 
number.’ This is a direction for instant programming. To over- 
ride the instant programming mode, simply press the 
ENTER button. 


2. The computer will then announce “Task Force 1, enter 
Patrol Boat, letter, number, direction.’’ 


3. Secretly place your Patrol Boat on your ocean grid. Ships 
cannot be placed diagonally on the grid. Please make sure 
that no part of the ship hangs over the edge of the ocean 
grid or covers any letters or numbers. Also, ships cannot 
be placed on top of each other. 


Sa СТЫ ЕССЕ I a ЧО 
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4.Determinethe position of the Patrol Boat and secretly рго- 
gram it on your computer panel. Here’s how: 


Entering a Ship’s Position: 


Each hole of the Patrol Boat is positioned over а grid hole 
and corresponds to a letter and number coordinate on 
the grid. To program the Patrol Boat, you must enter a letter 
coordinate, a number coordinate and a direction code. 
Here’s how: 


1. Program the Patrol Boat’s position into the computer by 
pressing the letter button and then the number button that 
corresponds to the hole at one end of the Patrol Boat. (Either 
end is acceptable.) 


2. The rest of the ship is located either North, South, East 
or West of the hole you just programmed. To program this 
direction, press one of the first 4 yellow buttons on the con- 
sole: N for North, S for South, E for East, or W for West. Then 
press the ENTER button. See Figure 5. 


FIGURE 5 
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EXAMPLE: 


The letter/number coordinate for one end of the Patrol Boat 
shown below is D-7: 


• Press. button D. (This repre- 
sents letter coordinate D.) 


е Press button 7. (This repre- 
sents number coordinate 7.) 


е Press button 5. (This indi- 
Cates that the rest of the ship 
is South of the coordinate 
hole.) 


% Press the ENTER button. 


(You could also program this ship's position as E-7-North. 
Remember, the hole on either end of the ship can be used 
as the programming coordinate.) 


EXAMPLE: 


The letter/number coordinate for one end of the Carrier 
shown below is B-5: 


“ Press button В. (This repre- 
sents letter coordinate B.) 


е Press button 5. (This repre- 
sents number coordinate 5.) 


е Press button W. (This indi- 
cates that the rest of the 
Carrier is West of the coordi- 
nate hole.) 


е Press the ENTER button. ЕН 


(You could also program this Ship’s position as B-1-East. 
Remember, the hole on either end of the ship can be used 
as the programming coordinate.) 


анинин 
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3. Position your 4 remaining ships on the grid and enter their 
positions as previously described. 


Once you have programmed your fleet of ships, the com- 
puter will announce “Task Force 1 Armed.” Ќ will then say 
“Task Force 2, enter letter, number.” If the Task Force 2 player 
wants to “Instant Program,’ һе or she simply follows the 
directions on page 12. If the Task Force 2 player wants to 
program manually, he or she presses the ENTER button and 
programs as previously described. (In а 1-player game, the 
computer will automatically program its ships.) 


Once Task Force 2 has entered his or her location codes, 
the computer will signal ““Whoop-whoop-whoop”’ and then 
say “Мап your battle stations.” 


How to correct a Manual Programming mistake 

if you enter incorrect positions for a ship, you can correct 
your programming error only if you have not pressed the 
ENTER button. Simply press any letter/number button a few 
times until the game repeats ‘‘Enter [boat name] letter, 
number, direction.” Then press the correct letter, number 
and direction buttons, and press the ENTER button. 


If you have pressed the ENTER button before realizing your 
error, simply move your ship to the location you did enter, 
or press the ON button to start over. 


NOTE: Whenever the game REPEATS the message “Enter 
letter, number, direction,” you must re-enter your letter, 
number and direction and press the ENTER button. 
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100 
COMPUTER-SELECTED 
LOCATION PATTERNS 


To “Instant Program.” choose one of 
the Location Patterns shown on the 
following pages. Then enter the chosen 
Location Pattern into your Computer 
Control Panel as described on page 12. 


Carrier (5 holes) 


azz 


Battleship (4 holes) 


==> 


Submarine (3 holes) 
Destroyer (3 holes) 
Patrol Boat (2 holes) 


21 


“ТТТ 
e TOTTE 


е гр 
бы. шшшшшишш 


СИНИ: · шиш 


Camels ollt 


SKE o e АТТ 
звание. пиши 


(| || 
Н<Ттоегете те 21 -1 5! 


Жиз 


e T кїй ГА 
中 | шш. 


Сишшш. ш. YN 
CEDEN. шшш. 
ROCCE 


23 


2, 1 
ет 


BROOM MCGEE) 


ШЕЗГАГАГТГОГЧЕЈЕЗЕТЕТ 


elt TTT Ty Tt 
2—1 es 


ш. ишин. шиш.) 


ett Ty et tt Ter TTH 
“ыы 


в || | сала 
НН 


ишини. ИНИ 


25 


е TT TTT TTT 
i TTT TTT 


elt Ar ТІГЕ 
Т ТТЕ 


савани. NARH 


ШЕЗЕЛЕСЕ-ИГІГТІСІЕЗЕЗЕІ 


ССИ TTT TTT ВИ НН НИЕ 
CS БИН НН НЕ АН ЕС БА а 


e tT TT TTT TTT 
CHREN. HENN- 


27 


e ТТЕ 
е || 


ЕС... „шшш 
中 | | 中 


ІШ» 
ШЕЗ 


ка || 


ЕСИЕНСИТІГЧЕСЛЕЗІЕСІСІ 


e TTITO 
савани. вини 


"ВТ 
ишишишы.иш 
ATT ка 


ШЕЗЕСИЗІЕ-ИСТІГЧГЛЕЗЕЕІ 


28 


х шишиши 
ЕМШИ А 
eT oe 


局 LT 
ШЕЗЕУГОГАГЧЕЧЕЈЕЗЕЈЕЈ 


e | || ак 
е АГ T аа 


29 


外 LT 
el tt ey TE 
w | | Raga ВИН 
НИШ NENNE 
et 


ШСЗГЈКАГТЕГОГЧЕСЈЕЗЕЧЕЈ 


е | | Па | 
АТА 


е | | | DOKE 
еј AL 


Це Чеш | ој rin!) 


30 


ЕТА 
а ОЗЕ || 


ЕГТТТІТІТІТТІ 
> JBN D DN S D R a a 
= 111 
В 
СИ 1 Дани. 


局 TS 


ИСЕГАГОГАГОГЧЕЈЕЗЕЈЕТ 


31 


еч 


aa. - Т 
СЕНИН лиши 


о со 
ЕТ еве Е та 
е2) а 


el | | | T - - - - - 
х НИ НЕ И БГ А КА И А 
ШЕМЕН АС 


ШЕЗІСМСИ-НГІГІЕСЛЕЗЕЗЕС 


БІТІГІ 


ШЕЗЕСЗЛЕСІГЕСІСЛЗЕЗЕЗІСІ 


тъ 
в 


32 


N 


e TITO 
ЕТА 


Scie | | | | | 
> ТТТ 


БЕ. ТТТ 
a иш 


зз 


34 


> 


ет Ме ЕС 
TST 
ТЕТТЕ а 


| 

5 || 

Че (| 

gm 

че (| 
СЛЕЗИШИСЧСТЕЗСТЕЛЕЛСАССЈЕЛИ 


et || 


ГІГІТГІТІТІБ 


ЕСС 5ТАТЕМЕМТ 


This equipment generates, uses, and can radiate radio frequency energy 
and, if not installed and used in accordance with the instructions, may 
cause harmful interference to television or radio reception. It has been 
tested and found to comply with the limits for a Class B digital device, pur- 
suant to Part 15 of the FCC Rules. These limits are designed to provide 
reasonable protection against harmful interference in a residential instal- 
lation. However, there is no guarantee that interference will not occur in a 
particular installation. If this game does cause harmful interference to radio 
or television reception, which can be determined by turning the equipment 
off and on, the user is encouraged to try to correct the interference by one 
or more of the following measures: 


е Reorient or relocate the receiving antenna. 
е increase the separation between the equipment and the receiver. 


«Connect the equipment into an outlet or circuit different from that to which 
the receiver is connected. 


«Consult the dealer ог an experienced radio / TV technician for help. 


Warning: Changes or modifications to this unit not expressly approved by 
the party responsible for compliance could void the user's authority to 
operate the equioment. 


